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Installation procedures and game operation instructions. \ 


All games have been carefully inspected before leaving the factory, 
however, minor troubles may result due to vibration during shipment. Plugs 
may come out of their sockets, tilt switches may be out of adjustment, etc. 

The following steps should be taken to insure the proper operation of 


this machine: 


VISUAL INSPECTIONS TO BE DONE BEFORE PLUGGING IN 
THE LINE CORD. 


hie Check for foreign material across the contacts. 

2. Look for disconnected wires. 

3. Check plugs to be sure they are securely seated in the sockets. 

4, Dress cables to keep away from moving parts. 

5. Inspect for cold solder connections. 

6. Manually operate all step-up units. Action should not be sluggish. 

Ne Check the fuses. They should be firmly seated in the clips. 

8. Adjust leg levelers so that playboard has desired pitch and is level 
to the horizontal axis. 

9. Check the tilt switches: One in the lightbox, one on the playboard 
and one on the bottom panel. 

10. Adjust balf roll tilt and- pendulum tilt. — © 


PLUG IN THE LINE CORD 


The coin chute lights and the scene lights in the lightbox should go on. 
If not, operate the on-off switch located at the bottom right front corner of 
the cabinet. 

Raise the playboard and close the front door. Drop coins thru the 
entrances to check alignment of coin feed troughs to rejectors. Check coin 
lockout wireforms; they should be out of the path of the coins when the game 
is on. 

If the 1st & 2nd chute adjustment plug is in the "2 coins 1 play - 1lcoin 
1 play" position, inserting a coin in the first chute (nickel) will actuate the 2 
coins per play relay ("AS") and inserting the second coin will actuate the start 
relay ("'s'') thru the "AS" relay switch. Inserting a coin in the second chute 
(dime) will actuate the start relay (''s"). 

If the 1st & 2nd chute adjustment plug is in '1 coin 1 play - 1 coin 2 : 
plays" position, inserting a coin in the 1st chute (nickel) will actuate the start 
relay ("'s"). Inserting a coin in the second chute (dime) will actuate the 2 play 
relay ("x"). "X" relay steps the replay unit 2 steps. It is then necessary to 
push the red button on the front door to start the game. 

Insert a coin in the third chute; this will actuate the third chute relay 
(''w"'), "W'' relay will step the "replay" unit as many times as indicated by 
_ the 3rd chute adjustment plug. (2, 3, 4 or 5 plays). Cc) 
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OPERATING INSTRUCTIONS 


Inserting a coin actuates “gn relay (start relay). 

This relay will lockin thru its own switch and a motor 2B switch. 
"S'" relay starts the motor running. 

Thru a switch that has been closed on "S" relay, the "SB" relay, 
total play meter and reset ball count unit are actuated by switches 
on motor 1A and motor 2C. 

The control bank is reset by motor 4C thru "SB Armature” switch. 
When ''DB" relays are in a setup position, the motor continues 

to run and all score units reset to zero thru motor 1A, motor 

4A and the reset control switches on "DB 1" and "DB 2”. 

When all score units are reset to zero and motor 2B closes, 

"DB 2" relay is tripped completing the reset cycle. 

Place the ball in the outhole. When the ball closes the ball return 
switch ''Q" relay is actuated, a switch closes and pulls in "'P"” 
relay thru normally closed switches on "O" relay and motor 1C. 
When "'P" relay pulls in the motor starts running. The normally 
open switches on ''P" relay close, completing the circuit to "'O" 
relay and the add "ball count" unit coil thru motor 4C switch. 

"O" relay stays locked in thru its own switch and normally closed 
switches on ''M" and 'L' relays. The game is now set up for play. 
Press the right flipper button and the motor starts running. 

When motor 2C closes the circuit to the ball return coil it actuates 
and propels the ball onto the playfield. When the ball hits a 10- 
point or a 100 point contact ''0"' relay drops out and both flipper 
buttons can now be activated. If the ball does not hit any of the 10 
point or 100 point contacts it will return to the outhole and the 
player will press the flipper button again without a loss of the 
previous ball. 


When a tilt switch is made, including the switch in the lightbox, 
"TB" relay will trip. A switch on "TB" relay will close causing 
the "game over" relay (XB) to trip. When "XB" relay is tripped 
the circuit to the scoring units and scoring relays will be open. 


PLAYFIELD OPERATION 


The 8 baseball targets (#1, 2, & 3) score 10 points and when 
lit put men on corresponding base, they do not advance the runner. 


or home runs. Example: hitting the triple rollover scores 300 points, 
indicates a man on third and turns out the #3 baseball target lites. 
Hitting another triple scores 300 points, indicates a man on third and 
scores 1 run. 


The home run rollovers score 500 points and 1 run plus 1 run 
for each man on base. 


The vari-targets score the same as the rollovers. 


The kicking rubbers are actuated by the ball hitting a 
stretched rubber and closing either of two switches. These switches 
cause the kicking rubber coil to energize and pull in a plunger. 

The plunger is connected to an arm that kicks the rubber ring with 
enough force to propel the ball away from it and to score 10 points. 


The green pop bumpers score 10 points. The red pop 
bumper scores 10 points or 100 points when lit. The bumper will 
light when a man is on second and third on 5 ball play and when on 3 
ball play the bumper will score 100 points all of the time. 


The flippers are actuated by the player pressing buttons on 
the sides of the cabinet. The flipper coils have two windings; one of 
____ heavy wire that passes high current allowing a strong initial stroke:— 
the second winding is of lighter wire and is in series with the first 
Winding. The lighter winding is shorted out until a normally closed 
switch is opened by the flipper linkage. This allows the flipper to be 


Z held energized and not overheat because less current passes thru the 
coil. 


NOTE: THE PLAYBOARD PITCH SHCULD BE 3-1/2 DEGREES TO 
MAINTAIN PROPER BALL ACTION AND PLAYER APPEAL. 
THIS IS BUILT INTO THE GAME BY RUNNING THE LEG 
ADJUSTERS ALL THE WAY IN AND THEN ADJUSTING THEM 
TO LEVEL THE MACHINE ON ITS HORIZONTAL AXIS. 


‘The runners advance around the bases by hitting singles, doubles, triples 
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ADJUSTMENTS ON "PLAYBALL" 


In the lightbox: 
POINT SCORE ADJUSTMENT 

This adjustment allows replays for variations in high scores. 
See point score adjustment card for instructions. Refer to recommended 
score card before making the changes. When changing the scores, change 
the card on the playfield card holder to agree. 


RUNS SCORE ADJUSTMENT 

This adjustment allows replays for variations inruns. Refer to 
recommended score card before making the changes. When changing the 
runs scores, change the card on the playfield card holder to agree. 


On the bottom panel: 
3RD CHUTE ADJUSTMENT 

This adjustment determines how many times the "'Replay"” unit 
steps when a coin is inserted in the 3RD chute: (2, 3, 4, or 5 plays). 


1ST OR 2ND CHUTE ADJUSTMENT 

This adjustment determines how many coins are required to set 
up the game or add the replay credit unit. If the adjustment is in (2 coins 
1 play, 1 coin 1 play) position, game is set to take 2 coins in the first 
chute or 1 coin in the second chute to start the game. If the adjustment is ° 
in (1 coin 1 play, 1 coin 2 plays) position, the game is set to take I coin J 
in the first chute to start the game or 1 coin in the second chute to step the 
"Replay" unit 2 steps. When coins are inserted and "Replay" unit steps, 
the player has to push the red button on the front door to start the game. 


On the playboard: 

3 - 5 BALL ADJUSTMENT 
This adjustment changes the number of balls played per game. 

The "ball count" unit steps once for each ball played until it reaches the 

third or fifth step, depending on how the 3 - 5 ball adjustment is set. 

The third or fifth ball leaving the playfield pulls in "Q" relay thru the ball 

return switch, a 'Q" relay switch pulls in 'P" relay, ''P"' relay runs the 

motor, when motor switch 2C and motor switch 1A close ''XB" relay is 

actuated causing a game over. 
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When changing from 5 balls to 3 balls it is nétessary to change. 
the instruction card and refer to the recommended score card for proper 


setting of point score adjustment and runs score adjustment. When changing 
score agustiners change the score cards to agree. 
=e ae “Note: See ae information page for mechanical adjustments... 


': There aig two sets of holes for mounting the tilt bob strike . 
“plate. By méving-the Strike plate closer to tilt bob support bracket’ 
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. TYPE CONTACTS 
A- at A-3801 INTER 3A 1B. 2C 
AR — A-3891 LOCK tras 
B- A-3891 INTER 9A. 1B. 3C 
BR A-3891 | LOCK ess 
C. A-3891 INTER 
CR. A-3891 ogre oor te oC 
D A-9735 AG 3A, 1C 
: E A-9735 AG. 6A 
’ F A-9735 AG, 5A 
. G A-9735 AG. 3A 
4 H A-9735 AG. 4A, 1B 
J A-9735 AG. 4A 
K A-9735 AG, 2A 
L A-9735 AG. 5A, 1B 
‘ M A-9735 AG. 5A, 1B 
N A-9735 AG, 4A 
fe) A-9735 AG. I 2B 1C 
P A-9735 AG. 6A 
Q A-9735 AG. 2A 
R A-9738 AG. 1c 
Ss A-9740 AG. 5A 
T A-9735 AG: 3A, 1C 
ache a | Menane AG on ip 
W A-9740 AG. 3A, 3B 
x A-9740 AG. 2A, 1B 
AS A-6698 AS. 1A 
RELAY BANKS 
"CONTROL BANK" 
NO. COIL CONTACTS 
TB A-1118 ih 2B. 2G 
SB A-1118 3A, 1B 
XB A-1118 1A, 3B, 1C 
DB1 NOCOIL 4B 
DB2 A-1118 1A, 3B 


"RELAY LIST FOR t PLAYBALL 


Vari-TargetReset-Relay 


RELAY USE 


Man on First Relay 
Man on Second Relay j 


Man on Third Relay 


Double Relay 

Single Relay 

Run Relay | 
Center Pop Bumper Relay 

Home Run Relay 

Right & Left Pop Bumper Relay 
1000 Point Relay 

100 Point Relay 

10 Point Relay | 
1 Point Relay | 
Ball Return Relay | 
Add Ball Count Unit Relay | 
Ball Return Control Relay 

Hold Relay 

Start Relay 

Triple Relay 


3rd Chute Relay 
2 Play Relay 
2 Coins Per Play Relay 


RELAY USE 


Tilt Relay 

Reset Relay 

Game Over Relay 
Reset Completed Relay 
Reset Completed Relay ¢ 


OTHER COILS USED ON PLAYBALL 


DESCRIPTION 


Kicking Rubber Coils 
Pop Bumper Coils 

Chime Coils 

Runs Bell Coil 

Add Replay Unit Coil 
Subtract Replay Unit Coil 
Add Ball Count Unit Coil 
Reset Ball Count Unit Coil 
Scoring Unit Coils 

Add Hit unit Coil 

Add 0 - 9 Unit Coil 
Vari-Target Reset Coils 
Ball Shooter Coil 
Flipper Coils 

Knocker Coil 

Coin Lockout Coil 
Control Bank Reset Coil 


DISC & WIPERS USED 


DISC 
Ball Count Unit B-9999 
0 - 9 Unit B-4520 
Hit Unit B-12758 
Vari-Target Unit A-12759 
Score Units C-12493 


COIL NO. 


A-5194 
A-4893 
A-12092 — 
A-5143 
A-1496 
A-5194 
A-1496 
A-5194 
A-9154 
A-1496 
A-1496 
A-T677 
A-4893 
A-5141 
A-5143 
A-7677 
A-9749 


WIPER 


B-9998 
B-6673 
B-12757 


B-9166 


PLAYBOARD 
INFORMATION 
RUBBER 
RINGS 
A A-10217 (15) 
B  A-10220 (2) 
CG” A10227— Oe 
D  A-10224 (4) 
E  A-13151 (2) 
PARTS LIST 


. C-13611 Plastic Shield Set 

. Green Pop Bumper, White Cap 
(Blue 10 Points) 

. Red Pop Bumper, White Cap 
(Red 100 Points When Lit) 

. A-12841 Base Ball Target (B-13300 
Target & Switch Assem.) 

. B-11535 Vari- Target Arm & C 

. A-3722 Ball Guide Rail 

. A-4832 Ball Guide Rail 

. A-4833 Ball Guide Rail 
9. A-8903 Ball Guide Rail 

10. A-9478 Ball Guide Rail 

11. A-13696 Ball Guide Rail 

12. A-9395 Plastic White Guide 

Rail 

13. A-8688 Flat Rail 

14. B-13602 Flat Rail 

15. C-13150 Flipper 

16. D-13588 Card Holder 

17. A-13798 Ball Snubber 
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ee C-11561 Plastic White Post 
Ae (35) High 
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D-13718 


